THE JOURNAL 



Aaron squinted, Lry iny Ihrqtigr) the heal waves rippling off the scorched dimes. 11c lay in the 
strips of shade provided by a tattered awning attached to an ancient, pavilion. Far out on the desert a party of 
people was approaching, their wavy images alternately crowning the dunes then disappearing out of sight. 
There was little doubt conceiving their destination. Aaron ami his Master inhabit! sole Liny patfif) of 
green in the midst of the Tangramayne desert The nearest city, oi' the same name, was thirty leagues to the 
north; When his Master was plagued by company, the visitors were usually parched husks of humankind, 
always overjoyed to discover that the oasis they had stumbled upon had substance, and leniaincd within iheir 
desperali: grasp instead of dancing upon the rippling heal just beyond their reach. There was one other kind of 
visitor, and Aaron was convinced that this was the type that now approached. 

Customers, 

He ducked under the sagging, stiff canvas, and stood Air a mi>meu( to' allow his eyes 10 adjust 10 the 
darkness, it was stuffy in lire pavilion, prodigious snoring having propelled his Master's stale breath into 
every hidden cnmeT. Aaron dceided that he would mate his stay brief. Hut before he spoke, he was struck — 
as always — by his Master's face, so very different in ihe repose of sleep than when his Master was awake: 
Asleep, his Master's face appeared to be that of a man who had not seen more than thirty winters. True, the 
cultivated grime made it difficult ui really l>e sure, hut Aaron was; pust^Jejd; When awake, his Masier would 
walk hunched as if carrying the burden of many years. His hands would shake in counterpoint to die 
trembling of his voice. Hut the hands were strong, and his Master's words were often sharp enough to pierce 
sun-hardened camel hide, after having pulsed tin: whetafune ofhis Master's wit, Aaron grimaced, and suUfy 
spoke. 

"Master. Master." 

The man Opened one sleep-crusty eyelid, and peered at die young man. "This had hetler be nf 
catastrophic importance, boy." 

Aaron a walk* wed . " C us! on le ra. * 

The wizard suddenly sat upright, Taying customers?" he queried. Aai'on shrugged. 'That qualifies," 
the wizard, said ami made a grand sweeping gesture with tifs right hand. "T suppose Til Set you live. Now, 
depart!" 

Aaron didn't need to be told twice, 'Ike. Master smiled fondly at his assistant's rapidly retreating back, 
ami as the flap fell closed tie murmured, "A good lad. One. more good haul and I'll be ready to pass this lilHe 
business along to him." He threaded his lingers through malted hair and scratched his bead contentedly. "I 
hope these ignorant ruffians have brought plenty of gold!" 



Anion eyed the visitors suspiciously. There were si* of them, and the leader was boisterous, rude, and 
overconfident. 1-iis name was Mcric. a warrior, outfitted with helm, sword and little else. He introduced tiic 
rest of the patty, Seliiiar, a hwitcr, was in every way neariy identical to Metic, This was explained by shared 
experiences: violence, harsh living, and a common grandfather. Brcsian was a hard, a gaunt, lealher-skinned 
man whose permanent smile lines were criss-crossed by myriad blade scars. Aaron kept a particularly 
watchful eye nn Arku, a hohbil rogiic (Rogue, Aaron I nought, call it what you will, a thief is a thief!) clothed 
in black robes and a peculiar close fitting mask that covered his entire head, with small htjles fortiars and 
eyes. There was also a threadbare Conjurer named S'imr-li, and a Magician named Cicuisah, in even worse 
condition, whose face remained hidden beneath a grease-stained gray hood. Putting on tiirs. Aaron sniffed 
silently to himself, and them having mere apprentice standing. They held themselves aloof, staling haughtily 
into llie llic desert. Envious of my Master's special ability, that's what they are! Aaron thought. The group 
needed help in deciding which of two quests to take on, searching for a sheep's skin made of gold, or the 
restate and reforging of something called the "Destiny Wand." The wand seemed to intrigue Aaron's Master. 
The old wizard discussed his talent, and his price, wilh die warriors, 

"My talent is unique, my lords," "My lords!" Aaron grimaced. Great heaving gods, is my Master 
sink, or blind? The Master continued, oblivious to the embarrassment of his apprentice. "My magic can send 
you on a journey; a journey of the mind. Tell me what quest you wish to attempt. T will place you in a deep 
trance, and you will forget that you have come here. In the trance you will live your future, exactly as it will 
be if you aLtcuijjt flial quest This will aid you in deciding which course of action you may wish to take in 
your real lives. Time passes much more quickly in the trance state; many days pass in a single hour, And if 
you see something in your vision quest that you would not wish to come to pass, choose a different quest and 
you can avoid it." 

"Why a different quest? Why not just change a few things, enough to ensure a different outcome?" 
asked the moth-eaten magician. 

Aaron raised one. eyebrow. The magician threw back the tattered hood to reveal die face of a pretty 
young woman. 

"Ah, my lady," the Master said, glancing briefly at Aaron. "There comes a time in every irancc when, 
for a brief instant, a brilliant light bursts forth upon you. That is the moment beyond which die final 
outcome of die vLsion quest, cannot Ix: altered by any action. The ehain oF events that has been started wilt be 
completed in the way you will observe. The interwoven lives of mortals causes this to be true; I have no 
Othe* explanation. Now. my lords and., .lady." Aaron's Master spoke briskly, "You know my price, to be 
paid in advance of your vision. Will you lake ad vantage of my talents?" 

The group drew away to make a decision, but Aaron knew what the answer would be. He saw it in 
their eyes. Curiosity alone would make them show their gold. 



"Aaron! " the old wizard hissed. Obediently Aaron attended his Master. "T-uok lad. this time J 'm 
sending you along in die vision. You'll observe silendy, and without being seen. I want you to lake this 
with you," and he pressed abound book of fresh, I slunk vellum pages into Aaron's hand, 11 As you concentrate, 
your dioughlx will appear on ihe pages as you iHfnfc them. Record every tiling. If what T fear Iims tome to 
pass, a great evil has been loosed in this wurid, and muii be slopped. The Destiny Wand must be reforged, 
and if this assemblage of gutter swine proves unable to accomplish iliis quest, then someone else, must 
attempt it,. A journal of this vision will prove an invaluable aid to other adventurers. Hide the book lad. 
Here come ihe customers." 

Aaron fumbled I In; book under his robes, 

"Well, have you decided?" die Master asked. 

Meric glowered. "We'll lake yer journey, wizard, Bui we all find the price too stiff. We offer yc," 

"Pity," A;imn's Master interrupted. Tome Aaron." The wizard strode towards die paviii.jjii. 

"I-Iold!" The woman magician, GediSiih, si<h.kI fating the old wizard, right hand weighing a heavy 
pouch . Ker lipswerecurvedin[oagrinthaLbeldnoina]lce t andhcreyest]elilMdminii!<ir]. " T warned you , 
Meric. He-re, you old pirate! " Tin: poueh bridged the gap between them arid disappeared as if by magic 
beneath the old man's robes, 

"Thank you, my dear." A secret wink to Aaron, dien a wide sweep of his liand lo indicate the pavilion, 
"Would you please enter?" 

Aaron knelt on the worn carpet in the comer. All the adver] tuners sat in a circle with his Master, The 
old wizard plated \\\s hand on his chest and Se-gafi to cbant, and as he did so [lie pavilion became charged with 
crackling power, One by one [lie adveniurers toppled and lay stilt The old man turned his head and regarded 
his apprentice. Aaron fought against overwhelming weariness, then slumped to the floor. 
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Q = Starter Dungeon 
B - Bank 
C =< Casino 

E = Energy Emporium 
G - Adventurers' Guild 
I = Inn or Tavern 
R - Review Board 
S = Shoppe 
T - Temple 



TANGRAMAYNE 



TANTiRAM A YNF 



Will this really work? It does! My w'Stda abjKftr even as 1 think them! I'm Hying, floating in the air 
over the rnpttey group that is involved in ihis trance quest. What's Uiis? A hall of white light has exploded 
all around them. I know what it is! Ti's the the moment beyond which the llnal outcome of the vision quesi 
cannot be altered. Tftey don't know that, though I They're dancing around waving their weapons! Letmc 
see, where are we? We're outside a city, ..it's Tangramaynel Oh, 1 haven't been here sihe&J wonder tf the 
Inns are open? I'd love an icy cold mug of.-.Marduk's Whiskers! I'm invisible! I can't be heard! / can 't order- 
any ale.! And, .J'vt; lost the party! They can't be tar. 

It's been several hours now. 1 discovered that by concentraUng 1 was able to cause a map of the city to 
appear on the facing page in the journal. Since no one dure* Ui defy Marduk the Dragon God, all castles and 
dungeons, fortresses and complexes must be built according to his Law; eighty-eight paces by Uglily -eight 
paces. This knowledge will make it easier ip map any complex the party enters. 1 will divide the maps lain 
sections four paces square; that should lie easily understood, I (band the group outside a small building on 
Claymore Street. They areentcring the building.. .and are met inside by a magician who tells diem this: 

"I have a noble, quasi for you, if you'd fear the tale. The story is a tragic otic. 'Die da tighter of Endor 
the Mighty, King of alt the Lund, has been kidnapped by the Dark Lord, whose domain lies just under this 
chamber. I would rescue her myself, but the Dark Lord has laid a mighty spell upon his domain and ! am 
barred from ever entering. You, itowever, etm make it in. ff the Princess is found and brought back, to me. I 
will grant each of you some additional experience points. AndfOf course, the King will he. most pleased. 
Take care, and be sure to map every inch of the Dark One's lair. I'll be wailing here for you to return." 

Weil, I must admit that they have courage. Merie charge* u>rw:ir<! ilnwn the stairs as if a Goddess 
waited below with open arms to greet him. The others follow, as do I. 



THE DARK DOMAIN, LEVEL ONE 



By concentrating, I was ahle 16 Cause a map of this evil place 10 appear on the lacing ppgc in lh<3 
journal. Wheii we encounter something oi : interest, I will numher (he encounter, both in my words and on the 
map. If this party docs not succeed in refoiging the Destiny Wand, the next group to take on this goe'sl can 
hardly fail, if armed with my journal! I will not record any battles. The. pages in the book are limited, and 
any adventurer to use this book will surely be familiar with fighting. 

1* The party came upon a magic rriOulh lhal warned, "Turn back, adventurers- you arc not tfie first unci 
you won't he the last to attempt to save the Princess!" Of course the parly ignored the foul thing and 
proceeded forward. 2. In the SE corner of the dungeon was a message, "Beware the creature {fiat lies in the 
middle of darkness." 3. Nearby, scribbled 0(1 the wall, Was the faded message 1 "The princess lives..." 1 hope 
die content of the message is more curreiii than ihe message, iteell! The party continued on, and soon came In 
a small room. 4. When the party entered this small room, a message, appeared: "h areas unpassabie, seek 
entrance by Phase. Door to learn the secret of the double door.\..." They continue Lo explore.... 5. In the NE ' 
section the party discovered an area of darkness, where no light spells or torches would work. Beyond dial 
was a room witli doors along each wall 6. In one room Gethsah the magician, rermjm&rnTg the clue about 
areas unpassabie. cast a Phase Door spell. 7. As the parly passed through Lhc misty wall, an old man 
append, "Relow you now, thrice count the floors, pkiy die last for the double doors, " He then vanished! 
There was nothing dse uf interest here. S. When they entered the room dlrecLly across from the entrance, 
they found stairs, leading down. The parly deseends... 



THE DARK DOMAIN, LEVEL TWO 



There, are many traps here, and beasts that attack ihe party at every turn. The group has done well, 
slaying many. I. The parly i::ntv.: upon a k\r<H; room H I led with darkness that could not be pierced by torch or 
spell. In the center of this room was a dangerous creature that attacked dm parly . This must rx. the same 
creature warned of in the level above Alter a fierce battle, the two warriors and the bard managed to kill it. 
The p;irly is gaining much experience, and will have welcome business with the Review Board If they manage 
to survive. 2. A large winged creature wanted to jt>iri LChq p;irty here.. After some discussion, the group 
decided to allow it to join them. It seems quiie- friendly, and looks to be a good lighter. 3. A strange 
message: "One level down, Map wall and door. Look toward the corners. And read the four..." Perhaps the 
meaning will become clear in the next level down, 4. In the NE corner the party found a portal, S' Imr-li, 
the Conjurer, cast a levitation spell. The party descends once more... 



THE DARK DOMAIN, LEVEL TltttEE 



I, A l first, it appeared thai the party was Li a rectangular mom with no way out but the way in which 
they entered. But then: was a lutcport (rap here, which S dinar discovered. 2. The party was uslctip^Lt^ to 
another location in. the dungeon, into die mictdie of a large room, three squares long and three squares wide , 
Tim mages sensed the presence of traps, and so the party proceeded cautiously, moving, straight forward until" 
slopped by a wall. Tk: middle square of the room became magically walled off. The party faced south, ami ' 
tnpyed again. As they approached die wall, all light waw extinguished. The party continued in darkness until 
reaching the wall, ihen turned to the cast,. They moved east until slopped l>y anniher wall, and then S'lmr-li 
casi a light spell. 3. A wall I mi I closed behind the party, and a door was visible. They went through the 
door. 4, At the end of a short corridor there appeared this message; "Seek the four cornered lusters." 1 am not 
die only seribc here; Geihsah also records faithful ly all messages that may prove helpful (Olhc party. 

As the party moved north, they encountered a very large area of spell darkness. 5. They continued 
north until, according to the dimensions of my map on die fating page, they should have been stopped by the 
confines of the dungeon walls. But they continued north! At first I was shocked, Im'ukihg thai whoever fruit I 
this place ignored die Law of Manlult. T was uneasy that my map seemed to have failed. But upon closer 
inspection of die map, I realized that it was just an aspect of magic to provide an easier way of travelling 
wiihin the dungeon. One steps out of the northern boundary, and steps in in the southernmost station of the 
dungeon. Saves having Lo go the long way, through the length of the dungeon. The dungeon magically 
wraps around itself; Wraps around...l'Il call diis "wraparound" magic, 

Tii ere are imps in this section of the dungeon that drain the energy away from all spells t%l have been 
cast, including itie songs of Bards. 6. The party encountered some of these, and was presented with a riddle: 
"Ltfdk at the. spells ofSorcerotiS kind. Who's the Master $f the Mind?" When Rresian said. "Man gar," the 
magic mouth told Ute party dial their way was now open, and then it disappeared. The party continued 
exploring. % In a group of spinner traps the parly found the following message: "The answer to the doubk 
doors ties hidden nbtive-." 8. After wandering around the southern section Of the dungeon, the jwly followed a 
wraparound corridor. 9. This led to a dnor, beyond which appeared another magic mouth that spoke diese 
words: "Speak the word to pass by." The answer was obvious! But it seemed an eternity to me before 
Gcdisab said "Pass," and descending stairs appeared. It is also ohvirais Id me lhai. these slabs would nol have 
appeared to the parly if ihey had not first solved the riddle MANGAR above. The party marched down the 
stairs,.. 



DARK DOMAIN, I.F.VWL FOUR 



_ Tnipsl , The party has wandered through diesc tlundly corridors and mazes For what seems lo be an 
eternity. 1, Finally they discovered a door that promised to lead (hem into the other main section of the 
dungeon. Rut the entire, area was blanked in wizard darkness. Meric has decided to explore the area as 
thoroughly as possible-. "Why else," he asked, "would .someone go to the trouble of matniainirig a huge §peU 
of this nature unless it was to correal something important?" 2. They found a door that Jed to a square of 
magic regeneration, an important find in these dim halls! Rut the fighters were disappointed al having found 
nothmg to benelit them directly, and so Meric had the party continued to explore. 1 thought it was indeed a 
childish whim, hut it is fortunate that his word as leader of the party prevailed. 3. They discovered another 
(deport square, that brought them to an area of the dungeon inaccessible by any other means (4), and began lo 
explore this new area. 5. Travelling nordi, they came to die edge of a deep chasm, and 1 heir winged 
companion offered to transport them across. The party proceeded north, avoiding traps and other obstacles, 
until at last they came to a set of double doors. 6. Uresian remembers a clue found above. He brings his 
horn in his Tips, and plays the Watchwond Melody. The party is then able in pass through the double doors 
to linrJ... 

The- Dark Lord! 7. In a raging batde, the party defeated [he Dark J ^rd and his minions! The victorious 
parly continued onward, H. In a small room they found a frightened princess, and in a room beyond that they 
located a teleport square (9). This took them to a location very near 1 the stairs (10). With the princess, Uiey 
are making (heir way back out of the dungeons and to the building guarded by die King's wizard. 

He was very glad lo see them, and of course overjoyed to see the princess. He cast a spell upon them 
and thanked them for their bravery. When the party made its way to die Review Board and entered, they were 
gratified by the increases in rank and spell casting ability they received. Although they were sorry lo see him 
go. the winged creature left the group. The party will depart on the morrow for the wilderness. 




THE WILDERNESS 



TUE WILDERNESS 



I am again astonished by the incredible spell that makes possible the creation of this in^ic book %s 
party slept, and m.sc at .dawn to contiu.jL: their quest. Tlie insim.i we pMtf the gates efTto™™, n mar, 
of the surrounding Wilderness and nearby ciLtes and isolated structures appeared rih the page facing my words 
I am convinced thai T made the coiTect decision when I decided to become my Master's aprjficntic§ 

The party is preceding Ihrough the wilderness, seeking an old man venerated for his wisdd'rn He is 
known only as the Sage , and lives alone. 1 can see on the wilderness map many small buddings or huts 
Une ol them will most probably belong to Hie Sage. The party s<aTph.es„ 
.... ¥ i5 f flJlt1 identifying the cities of, I , Tangramayne ('twas nut difficult!). 2. Ephcna 3, 

Phmppi. 4. m$m 5, Corinth, and Tbessaionica, the party found the Sage (7). Tn addition to those 
en.es the adventurers have located, other sirutminas. appear to be feprcscnted on the wilderness map including' 
8. Fnnsk*r ? Casdc, 9.TJic Grey Crypt, 10. Kazdek, ^d 11. The Temple of Nam 

Menc pa.d the Sage MUCH gold, and questioned him about (he Tombs. The old man replied that the 
rnmbs were to be located m Ephesus, at the city's center. "Seek the entrance at the Temple of Darkness " 
lite parly \ \ c pa rts for Ephes us. 




THE TOMBS, LEVEL ONE 



THE TUMJ1S, LEVEL ONE 



After reaching Bonesus and Locating the entrance to The Tombs, die parly flc^ceijid^ mto a realm un Tit 
for the living. 1. Proceeding north down a clank corridor, the parly was soon deposited into a large room 
filial with spinner traps. 2. The purty barely kepi their hearings by hugging ihc western and southern walls 
of the spinner-filled rpoiji. After what seemed an eternity, the adventurers came in a door in the southeastern 
corner of the spinner room, which led diem into a long switchback corridor. At the end of the corridor, the 
party found a door in the. northern wall that opened into a larger chamber. Giving (he chamber a perfunctory 
search, Simr-li delected some soil of Ujlcportatjon (rap in the northeaster comer (3). S'Jmt-li is of the 
Krphnk a strange race of desen people endowed with unusual mystic power. He claims to be the last of his ■ ■ 
people, and from what my Master has (old me, this could be true. 4. Teleporicd in a smaller diambcr, trie 
parry exited through a door in the northeast, corner only to enter another chamber approximate! y the same size. 
Down a long corridor of doors the party travelled, with Meric grumbling complaints the whole way, until at 
last they entered a large chamber of darkness (5.). 

Once again using his strange powers of perception, K'imr-ti detected 1 the presence of many traps. He led 
the party close along die mirth wall, down the east wall, hallway -along the south wall, then led tie group out 
into the center of the chamber and south again to a door in the southwestern corner. The adventurers were, 
overjoyed as Ihcy left ihci room of traps and entered a smaller chamber. S'irnr-li received a hearty clap on the. 
back from Arku the hohbit (who received a glowering sneer in return,). The party continued casi, dien south 
dinjngh three more chambers until they emerged at the junction of (wo corridors. Heading down the southern ■ 
corridor, the parly came to a dead end. but found a poem etched into, the wall. 6. "The it/wire of death spins 
right in whole,'' "As fire-ones feast on thu dmdmnn's soul " Yet savage words can cut the rock," "And 
feathers split the headman's block." Gethsah records all nf these cryptic messages as faithfully as docs my 
magic journal. She is quia-, beautiful.... 

The party returned to the westerly corridor and came upon two doors. After some debate over which 
way to go, Gethsah finally persuaded Meric 10 let the party continue west. Down another corridor of doors, 
with Meric cursing Gethsah the entire jo arney, until at last they reached the end, and travelled south through 
two chambers and into ahOI her corridor; 

The party explored to the east and soon discovered a large chamber that contained six smaller rooms. 
7. One of the moms they did not enter, since S'imr-Ii detected the presence nf a lelepprt (rap. 8. The party 
entered one Of the other small rooms. Once insidt:, a voice whispered, "After the toxic one, check yourselves 
far a special thing that appears common." Wot only was die party bewildered as to the source of the whisper, 
the content of the message remains a mystery, 

More exploring, until die mages decide to return to the teleportation room (7). There was no way out 
save a spell of this nature, and the magic users warned in conserve their spell energy, 9, The party is 
I departed to another small room. It was difficult at first lo determine that they were in a different location. 
The party explored the area thoroughly,, avoiding many traps. 10. One room contained teleportation magic, 
and the following message: "Things change, unnoticed, and not always for the better." Suspicions, Gclhsah . 
cast a Scry Site spell, and it was revealed thai the party had descended a level. 
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THE T0MI3S, LEVEL TWO 



THE TOM US, LEVEL TWO 



1. A dcaslly n.itirn of traps! And nothing of value within! If it b^Srtt'cs neee-ssary to traverse Hit. 1 ; area 
again, 1 pray thai the party has Uic good sense to utilize their magic! 2. More wraparound magiC; pi.cn 
explotations to the north. 3, Here the party found a m£gic mouth with the message-, "'/Vic fc5f t)//mis ftaii 

to was/ie f/i£ ptrwir of the true wand. Only the one van save it, ytu at a cost of losing his old self, " At ■ 
last! A clue about the Destiny Wat i til Tin: party is elated, as am 1. 

Mont: decided to explore the area to the south. 4. Hfeffc the party discovered a message scratched onto 
the wall of a small room within a room, "The great Tkad, ai the. end of things, to beg. with a kind word." 
I Jmm, More searching uncovered a lelcpoit (5) that sent die pany to another room dial contained a amaiUjr 
room (6). Again, the small room (7) contained a message: "He was told to burn, and in that paradox knew a 
multitude afmlutiohs" 8, Teleport to y. flic room here contained a imp. The parjy moves on. 10, 
Teleport to 11. Another trap within pic room here. The party moves on. 12. Teleport to 13. Another 
message on the wall of the small room. 14. "The: great one knew success at all points. Defeat was never 
etched on his destiny." 15. Teleport to 16. 17. Another room, another message, "Trachaem's task was 
always reversed. This is tfui purwltrx." J hope Geihsah's wisdom can make sense of these cryptic message*. !■ 
am lost, in eon fusion! 

Leaving tlie last room through a door in the nortli wall, the parly cxplured north through a series ol" 
small rooms and winding passages. 18, The party came across an old man who called himself [he F&ynijiistcr. 
He wanted lo still the party an item for 50,000 gold pieces! Merit was ready to leave the old man with a 
sword wound and a memory, hut Oethsah overruled him and pooled the company's gold (o buy the item, it 
was a key, and as soon as uk money crossed the Kcymaster's palm he vanished. Meric was outraged that 
Geihsah had squandered die parly's gold on so insignificant an item. Gedisah tucked the key inside her runic 
and said nothing, 

The party IsaekLraekerj through familiar ground lo explore the lufruiernmasl portion of the dungeon, 
(9, The party found another scrawled message in a small room. "The strange mage wants two words; What 
Traeht'.am did, an answer to the paradox, and what word he said at the end of things. " 20. They also found a 
portal leading up, but that is not. the direction desired by the party. 

21 The party lias located descending stairs, After a rest, they will continue into the next level of the 
Tombs... 




THE TOMBS, LEVEL THREE 

' The bailies now nre truly fierce. Often the party chooses to avoid conflicts. L On the wall here were 
ek'hed these, wurcts: "Age before all others when the time is short. For the last must be first." 2, TCtdicd he-TC 



were [he words. 'The wmflame. in ancient grip, Might cause, the cloudy one to slip..." 3. Am>iliix message; 
"A {tarty of sick people might escape where the healthy fail." How could Litis be? 4, Tclcported to 5, (5. 
Someone has been busy here. A message on die waD; "The stqff of old, once lost, once sold, Name it to he 
of purest sold," I am concerned for the party. Gethsah records these messages, but arc they of value'' 6/ are 
they here to lead adventurers to their deaths? T wish I could be- seen and heard! I wish I could be or" some aid! 

7. A mysterious whisper spoke: "And the old jhall lead the way." Some of these messages do seem to 
lie related. Perhaps... 

Merie has decided to ihrow a tantrum again, and demanded that die paiHLjr imvel north, back to the maze 
"Why else," lie shorn*, "would anyone bother to build a maze other than to hide something valuable?" He led 
m unwilling party nordi, hack hio the maze, After many hours of wandering and dead ends, they found 
nothing valuable. 8, At last they found a single portal of wraparound magic'! Gratefully, the party stepped 
through. 9. Here dicy Ibund an old man, wearing a heavy garment of pure gold diread, and performing a 
dangerous magic trick with fireballs. Even my Master caritibt perform this trick as welll He aski:d the. parly, 
"The name, of it is the staff of ..." He wuited. Oh Getfi sail, can you not see? The due! Name it to he of 
purest gold. This must be die one! And the staff. The staff of old! Gedisah... 

She did it! "Old," she cried, "old" 'Ihe old man smiled and said, "Correct. I will say this thru. Go to 
she sag* in the wilderness and ask him nf Fans/car, He will charge you a price, bm the in formation will be 
valuable." And die remarkable old man vanished! The magician must wish the party to ask the Sage about 
Fanskar when they have finished with the Tombs. I will no longer malign scrawled messages on the waJjs 
si ton lbs t 

10 Telcrxiried lu 11. and proceeded on through numerous chambers until ihe. party discovered another 
wraparound ponal. 12. Through ihe wraparound portal die party found itself in another series ofrtioms that 
led to a number of switchback corridors. At the end of die winding passages, the party came upon another 
small room. 13. Widiin the room the party discovered wither telcport square. but be fori: using it Gedisali 
and S'imr li studied Gcthsah's notes. Afjcr teleporting, (14) a cloddy faee appeared and said, "Your time draws 
lo a close, mortals. Show the answer to m$\ or perish." llresian the Bard told the others he. had heard of this 
kind of trap, in which no magic would function. If die puzzle was not solved in the amonni of time given, 
all die party would die and their bodies would bo magically transported to Tangramayne. Quickly the parly" 
explored the area, 1 5. An old man offered id join Ihe party, Gethsah insisted he Ix; allowed to join, and even 
insisted he lead the party's marching order. Mcric was furiousl 1*. Here the party founda pool uf foul water 
and Brcsian insisted everyone drink of iL Gatttsah agreed, and said the clues seemed to tell her that the party 
would soon be encountering a foe who could only be defeated by those who had drunk from die pool The 
party drank. 17. The party avoided a spinner uap, and then encountered a toxic gianlfl 8). They were able to 
lies! him m batdc, and after healing themselves of the poison from Ihe. pool, discovered a torch thai appeared 
among the party's gear. Remembering the clues. Gethsah gave the torch' to Ihe old man lo hold. 14. T(i« 
party raced back to die place, where the cloudy face had appeared. Again it s|?okc. "Very impressive," it said. 
"Yimr way lies dear for the time being. Jim my time will carrie." It vanished, 19. The parly explored ■ ' , 
lurther, and found a section of the broken Destiny Wand! S'imr-li said that ihe section has magical pror>ertL-s 
a ml i m be used to cast die Wi/.ard Wall spell . An dated party made its way back to Tangtam aync' 



FAN-SKAR'R CASTI.E 



I he old man elected in remain in Tangramayne. The parly departed for the Sage's hut in die wilderness. 
When questioned (and well paid), dm Saigc (old the party that Fanskar's ensile was located in the wilderness (8, 
wilderness map), The. parry unveiled to die caxde, and because Uethsah had the Ma.sierKey, they were 
allowed to enter. McHc S.pe.ins unwilling 10 accept Qethsah as ihe new leader of the party, Perhaps it is true,, 
thai to be a good warrior you must al™ he a barbarian! The parly enter?* Rnnskar's Castle... 

The parly has discovered Lhat this castle has much wraparound mnfric. lv Follo.wing prie such magical 
path. the. party came upon the message", "Ask the wise ofDargoth." Gcths^h ihinks this might be a clue 
about whief] ki ask the Sage. 2. Here, scrawled on the wall, was another: message: "Far riglvt and left is 
hazardous, when W nins short, yet in the fur comers is hmtledge* 3. Here the party came upon a magic 
mpulh. fonder ;{\ts," it said. "The white shall tie, and this knowledge refliitts your only answer." 

4. Deciding irj explore north. Hie party cajne into a mum where a bodiless voice said, "Fanxkar guards 
tkr death snare with his very life," A subdued and thoughtful parly continue?, 5. Close by, the party 
discovered arid used a (depart square. 6. They found themsdves in an L-shaped room, the door of which led 
Lo :i larger room that drained die inagk users' energy levels before diey were able to leave ft 7. A corridor of. 
traps led to a series of rooms, and beyond ih;it ihe party came upon the greai Fariskar himself. He was not 
pleased to see them, and the party had the most diffimh balde of their lives before finally slaying the evil 
one 8. In the room beyond Fanskar's was a tcleportadon square The party stepped upon it, and" were 
tcleported to another location (9). A voice said, "Welcome, mortals, to the second smire. Choose one of 
three doors, but only one leads to Ihe segment. The other two bring instant death" Another of die deadly 
limed traps Brcsian told about! 1(1. In one comer, of this room was an old man in a white cloak. "The black 
cloaked one speaks the (ruth." he said, and vanished. "Ah," said Cethsah, "but the clue said dint the white 
shall tieV 1 1 The party raced to the opposite corner, and there an old man in a blaefc cloak told ihem, "The 
door on the right leads to safety. " The man dien vanished. 12. Considering quick ly all ihe clues, the party 
opened the. correct door and wen: tdeported to another location (13). Nearby was the second scgmeni in ihe 
Destiny Wand (14). Laying his hands upon the segment, S'imr-Ii told his companions that the section would 
protect the party from harm during battle, by making them more difficult to hit. After returning to 
TuniT-;imayne, the party was awarded many accolades and increase in rank bv the Review Board. The rnagi<j 
users are well nn (heir way to becoming Arelmmges. In the morning the parly will travel again to die Sasie 
and question him about Dargoth. 



DARGOTirS TOWEM, LEVEL ONE 



The Sage told ihe party tliaL the Tnw of Uargoih lies in ihe City i>f Philippi; The old man's words 
were grim irtdefctf, and the party approached the Tower warily. Once inside, they bappegai upon many tetepon 
traps. It is difficult for ilium ip map here. 1, Trie first item of injjcrisst they came upon was a bodiless ytiice, 
imploring them to "Seek the Zen Mapter" 2, A teleport took them lo aiinihcr location (3), From here, they 
were able to locate a small room. 4. There wax a magic mouth here thai spoke. "What truly coimis is rarely 
said, " it told them. "Ask the wise of the Maze of Dread." T believe this to be another clue for the Sage:; 5 
The party was then teleportcd to another location {(,). From there, Uiey utilized yet another icleporiauon 
square (7 m 8). 9, A small room in the midsi of a larger room of imps and darkness contained a magic 
mouth that asked, "Answer this, foolish ones. Is it belter to burnout or fade away?" It was Arku ihe Rogue, 
who remembered a part of a clue, how "he was told to burn...." "Bum," this hobbit blurted. And the answer 
was correetf M. The party took a teleport that transported them to an area of wmpanjund magic (11). 12. 
They found a message in a sirjal) room which read, "J*requenr.y h (lie ultimate key," 13. A final teleport 
brought ttiuni lo stairs, leading up into the next level of the tower... 



DARCOTH 1 S TOWER, MSVEL TWO 

Darkness ! 1 . After much Mi ml exploration, the party made its way to a donr that led out of the 
hl^kncss. There was wraparound magic hure. £ The party found a small room, and within a voide said 
Jk ™ W W Cfln ' JP rfr <™ # ?™ ivfcf/ has faced ihe hattletest." 3, Tn a small, isolated room liiiTe 
was this poem etched upon the wall: Tn rfnrtor ffis rfw H7w ^ fte mwik/. A»d read the 
ten, 1 'Its cry ts called. But none knows when." S'imr-Ii fell into a sort of trance after reading this poem. Then 
he told tin: party that Lhe important pan olthe poem was the secuon regarding "readinjithe ten * (iethsah 
listened auenti vol y, and scribbled furiously in her book. The party moved on. 

In the middle of this level lies the most hellish of mazes. 4. The parly finds a message on a wall that 
rends, The death snare is not on the first three tevnL of the tower." Upon closer inspection it becomes 
apparent thai this message was written in blood. The blood of what creature, and what became of it? 

5. Ihc party found a larger room in the maze, and seven statues within. When they tried to examine 
Uie statues, uie stone creatures came to life and fought the party! All seven were eventually vanquished 
£ imr-li said thai the Stau?es were somehow connected with the "baiilelest/' and perhaps they were the 
batdetesi. Hseif. S'imr-li's mystical abilities, inherent only in the Krphnir r*4 are manifesting in greater 
strength as the mage gains experience. This will prove invaluable to the party; 6. In another small room 
ibc parry Lound a telcport that rescued them from the monotony of the maze. 7. They were transported to the 
end ol a hall. At the other end, behind a door, was another telcport square {ft to 9). Nearby the party was 
able to discover ascending stairs (10). After a brief rest, [life? will continue their quest,. 



DARfiOTTTS TOWER, LEVEL THREE! 

, L WIli:n [he V^iy reached the next level, ihey received the following message: "Three words of 
wisdom must be found, or else slay closer tn the ground." S'imr-li IhrakS that this is a warning; the party 
must collect dw three word* and solve a puzzle, or the next level of me tower will be denied the party Tie 
also told his companions that diis level of the tower will present difficulties hidicrin not encountered The 
spell Phase Door will not function here, and neither can the parly teleporl fato this level using (ho 
teleporuihon magic oi the mages'; The party was considerably cheered, however, when S'imr-li told them that 
it was possible lo ksleportcHf of the lower! 

The party explored cast through two chfcnhers; a teleport square transported [he party to a rmm with 
wraparound magic within (2 to 3). 4. Near this room was a smaller room, and in this room was a spell of 
magic regeneration. The mages were deli ghied with this find. 5. Nearby was another small room, and when 
tteparLy entered a voice told diem, -From the first, Ulhs ike las,, fifth from the second, and eighth from the 

H lo 7. Another teleport square moved the party west, and they continued on until thev returned tn 1 1 he 
stairs where they had entered the level. Searching the north wall die party found a wraparound portal leading 
norm. Mepping through [he portal, the party round themselves transferred lo another new section (8) 

Here they discovered a teleport (9 to 10). 11. In a small room hehind a seerc-l door the party found 
the following poem: "The taw of the wise is a fountain of life, to depart from the snares of death "" 

. f f iS J read '™ and the poem in her own journal, Gethsah ideated another telepon square (12 to 

Wi >- ^'^"gn'y exploring die ehamhef, they found ar.oihcr message in an aleove in a smaller room- 
1 fa first says dwell, the second hell, the third of wisdom it would tell." The only way out of this section 
Was a Lei eport square (IS to Iff) 

Making their way north through a maze of doors, dead-end corridors, and swiiehbacfc passages die Ran v 
entered a large dark chamber, At Lhe center of the chamber they found a small room. 17. In the isolated 
room was itus message: "The sorrows of hell composted™ about; the snares of death prevented toe " 

IN. The party (ravelled south, pondering this new riddle, and encountered a magfc mouth on a wall 
that only added to their quandary. "In the lands within , and the traps between, what was secret once now 
cannot be seen!" If). Tlie party moved south, and discovered this message! in a southern alcove or a large 
room : "For as a snare xtiall it come on all them dm t dwell on the face of the earth. " 

Moving north again, the parly enter another large chamber made up of smaller moms. 2!). In a small ' 
room they discovered a magic moudi mat spoke to them. "Speak the three, in sequence." And Gethsah has 
solved die riddle. Following ihe Clues, she arranged the poems into the proper sequence and proudly gave the 
answer: Earth, Compassed, Fountain. S'imr-li tells the group dm), giving the proper answer will gain the 
f>ftrty access to the next level. * 

More exploration leads to their reward. 21. A portal, leading skyward... 



A. 



LIAR GOTH'S TOWER, LEVEE FOUK 

. f- w * en *e W ascended, they discovered litis message y r the head of the stairs: "Not cveryttdnv m 
m sides, Tate xtrc.frunh" Brestan has heard laics of one-way walls in castles and towers such as M ' 
He thinks that p^haps this is what I he warning is about The party advaiiws with caution 

2. At the end of a long corridor, die party found a ific.sfcitfs on the wall. "J4ntf r/jfj. f/te^r^ it 
Wcncheththtrtt. [tapped to be a riddle. The party moved noi th, and came upon a maze. Urcsian's guess 
has proved correct; the maze contains many one-way walls, making progress difficnlt J. Within die miize the 
party found la second nddg: flWw ^ fr ^ A&j 4. A thifth % ft* £ 8T 

;wr?r. 5. And a fourth: For three, you sec, count* be free" Oethsah called a halt to the company's 
cxplormg, and asked them all to help with the riddles. She minks that the answer* io the riddles will be vital 
to tliL success or the quest. Gfcthsah told the parly that ihc answers will .soon have to be given in the wooer ' 
SS^^t * m P^^ey be prepared, The sequence won't be difficuh. since it appSrt to 
be give, m the ndtfles The party deeded™ the following answers: Number one, water. Numbcrtwolie ' 
Number three, slave. Number four. gold. Meric scoffs at the foolish mage users/and the party moves on' 
n,ru f ,' . ^ 1 C ^surrounded by a large area of darkness, spinner traps and other treacheries, \h,.' 

l^JTlLZT Tn T S ? ld ' T irS!ftVt: m * ™ !/iVC £<lliji&t be love." 

Cethsah whoo^d, and told the others (he. meaning of the message. The fifth riddle was contained in this 
message, and die answer was hate. On the level above they would find five like riddles. The solutions would 
probably be part of a timed puzzle, most likely io be found on the next level. 7. Tier enthusiasm ebarml £ 
party (even Mcnc wai impressed), and It took them only a shorL lime to discover the sh,irs ro the next levd 



DARGOTH'S TOWF.R, LEVEL FIVE 



The party ascends into darkness. S'imr-li is certain thai there is a damper on [deportation spells into 
this level, and on Phase Door spells throughout tliis level. Again, the facl that the party will still he able lo 
leleport out provides some reassurance. 

I. 'JTie first riddle. "Number nine likes his favorite wine." Even without Brum's sly chuckle, the 
Party would have had no trouble in guessing Uuc answer; bard; 2. At the end of a series of long switchback 
corridors, die party fotmd a second riddle, "Six we know will try lo craw." Selinar and Meric revealed their. ■ 
background as farmer peasants when they said, or crowed, the answer "roaster" in unison. 3. The party made 
its way ihrough a maze of doors, and disco vered a small isolated room. Within the room was another riddle. 
"F or sew?fl ami eight reverse tiny and tee," it said. After some dfecii&ioii; the party decided that large and 
early were the answers. 

4. While exploring [he southern section of [his level, the party found ihe nnal riddle in the middle of 
another maze of doors, f) read, "The last, you sec, is numJtcr ten; they cannot be called manly men." The 
party discussed many possibilities, and finally decided on the answer, women. 

5, S'imr-li, in a irancc state of mystic vision, led the party north, back through the maze and inio a 
new section of the tower. When Ihcy entered a small room at the center of I In.-. Section a voice told the party 
to "Speak the ten in sequence and find ttedeath square,'' The party was then uans|jorted to another location 
(0), and here they cneounlered another voice. "Welcome, foolish mortals" il said. "Time runs short, so be • 
m'ift." Cethsah, with shaking voice, spoke the answers to the ten riddles. Nothing happened, and su the 
party assumed they had answered correctly. While exploring south, they came across wraparound mair.it: dial 
led them to a room (7) in which a bodiless voice could be heard laughing. 8, Nearby, a mage appeared to 
the party,; and said, "The room maze lead* to salvation" lie then vanished. £>. Here, a mysterious voice told 
the party that "Without pain can come no success." 10. A little i-mlier, and the same voice said, "Words of 
wisdom are of.greai value. Hearing them three, or even five times can truly give them worth." 

The party reached a dead end, and backtracked, 8. They opened the door that lead east 11. At the end 
of a long corridor diey received diis message: 'The secret is hidden in the dre.mmpell " Suddenly, S'imrdi 
shouted, "A timed puzzle- quickly !" He led Ihe way to the other end of the tunnel anil through the door («), 
then right back through the door and back to the tunnel's end (11). The party received another message: "The 
snare of death can be beaten by tlw, mage." The party, at S'imr-li's insistence, repeated this race four more 
Ames; and received the following messages: "Turn right at tlie joke, then right, then ahead, then left (wire, - 
ahead twice, right and left." "Drop all yaw hems, or you are lost." "Cry II wok, and let slip the dogs of 
war. " "Kill off all your spellcasiers, and you'll be saved. " S'imr-li told the party that in his mystical 
opinion, all the messages were, at least partially valid, save the ones concerning mages and spellcasters. He 
suggested they follow the directions in die "juke" message. The place to start, lie said, was [he room with Lite 
laughing voice (7). 



12; This led the party to a smiup that cyme to life, the moment they entered [he room. jwejya&j 1 
baith:c:ry or die!" it shrieked. Remembering the sis dues, Selinar shouted "Havoki" The sialut lost its 
ferocious aspect, gave casjh member of the party a large metal luken, and returned to statue form. Upon 
inspection, the parly found thai; each of [he tokens was a dagger. Arku grumbled at having to carry another 
weapon when he already had a dagger of his uwn. but Gedisah spoke sharply to him, saying they were ail - ■ 
lucky to have ejttra spare in their packs for die tokens. HYey wera probably very important, she told him, 
and who knows what would befall them if one or more of die party had been unable to accept a token for 
some reason? 

13 to 14. In this nuom was a telepon square, that uarji^t^g the party to another location. &f$jas 
identifying Uicir location, the party proofcc&d through the door to die west wall. IS. A voice proclaimed. 
"Liiok at she wall!" A door appeared on the west wait, 1 6. Cautiously the party entered, and found another 
segment to the Destiny Wandl "Thou hast betted me again, oh meagre ones" said a now-familiar and grating 
voice. "Bus J wail thy coming, shntldst thou live that long!" "Meagre indeed!" hissed Geihsah. and Bresian 
chuckled. This segment of the. wand is endowed with die magical spell Wizard War. The party telcported out 
of the Tower of Dargnth. 

After visiting the Review Board in Philippi, the party headed for the nearest Inn to allow Rresian lo 
indulge in the Bardic Pastime. The rest of the party (save Merit;, who was snoring loudly beneath the table) • 
reviewed Gethsah's notes, and decided that the nest step in die quest was another visit to die Sage, to inquire 
alter the Maze of Dread, However, Bresian was in no condition Lo journey; the next step of the quest would 
have lo wait until morning. 

The Sage, though unabk: to help soothe Brcsian's aching head (and Merle's ego), did tell the parly to 
seek the Maze, of Dread in Thessalonica, He also told them that the Maze was reputed lb be the. home of the 
Uraphnar Fist, an elite, and very large group of deadly mercenaries who killed for pleasure. When Arkn 
blanched and began to ask the Sage for information regarding a sheep's fleece made of gold, the rogue received 
a shai p jab in the ribs from Mcric, who then grabbed a double handful of the thiefs tunic and profiled m'ih 
out the door. The Sage's low laughter followed them. Once outside, Selinar and Bresian held back die would- 
be opponents, and al ter tempers cooled, (ltd party set out for Thessalonica. 



HIE MAZE OF DUE AD, I.CTfiL ONE 



Ridings of, appropriately enough, drt:ad, aeeumpanicd the parly into ihis dunk and sinister ma w. 1. In 
a small room the party discovered a square of magk rcgetieratimi, 2,3,4,5. In these rooms were the 
following messages written on the wall: "As yelhw as ike great one's bellow," "Nat white, while you can 
stand and fight, " "As black as coalfoot's longest track," "Try green, the one Who li^S unseen." 

The nia^c grows tiresome, f> to 7. A teleport square transported (he party to another location. 8,9. 
More rooms, more messages: "Tmis blue, the, one that never knew," and "Yes brown, a\ was the Tmghty 
crown." While exploring to the southwest, the party cjinte upon wraparound magic (10), and nearby was a 
mysterious room (il). On the wall within the room were tfiree huugng marked 1 , 2, and 3. Arfcu detected no 
IrSjps, When he pressed Lhe button marked "I," nothing happened. But when number "2" was pressed, the 
room shuddered and started to sink! It was too laic to escape, arid lhe party waited in breaih-held silence. TJlc' 
room finally groaned to a strip. The party was then able 10 exit die room, and found themselves on Jcvcl two 
of the maael 



MAZE OF DREAD. LEVEL TWO 



1. Behind a secret door, ihei party discovered a -aria! I roam. When they entered, a bodiless voics told. , 
them to "Ask him of Osvtm, hi. who knows many things." (Jethsah recorded this message on it p£$s beaded. 
"Questions for ihe Sage." 

More small rooms, with writing scrawled upnn the wills! 2. "Seek the Zen Master, friends!" 3, 
(Written in blopd!) "The tiddler seeks a word, but fte'il only understand it backward." Gelhsah ban age mixed 
over the possible answer to the riddle, but found no Solution; indeed, lias found no riddle. She casts frantically 
over her notes hnL has found nothing. The only thing of which she is certain is that the answer, if it is cvet 
given, must be given backward, 4. (Behind a secret dontrj "Time is short on tftc snare. ..take care!" 

At long 1a$'£ a snriall due regarding the Lord di tJve Graphnar, 5. "The Graphnar Lord is magir.-praaf. " 
Not very encouraging! I would rather reJy on the magical skills of S'niir-li and Gethsah than Lhe lighting 
skills of Mcricl 

6- In liii.x unusually shaped room the part discovers another clue: "The riddkr's dues lie hidden on ihs. 
entry level." Gethsah is elated! Now she knows thai die messages found above are dues to the solution of a 
riddle to be encountered bony, nol the riddle itself. 

7. The riddie came sooner than expected When the party entered a large alcove, a rr&n appeared from 
a puff of smoke. "Blue, red. green . brown, black, white, yellow? lie said. "Colors east In the artist's pot. 
name tlte false while eanut he eaught" The lime GethSilb. had Spem poring over the dues were not spent in 
vain. The only color not mentioned in the riddle was red. "Re..." sin: began, and caught herself. "Der," she 
corrected, saying the answer backwards as wax required. A marvelous artifact appeared, a Sword qfZar which 
Meric scooped up with a look of glee. S'hnr-li fell into a light tranee and told Meric thai lhe sword was only 
available to them because they had passed the "batdctest/ the fighting of the seven statues thai came to life as 
they were examined in level two of Dargoth's TowC£ 

8. The party relumed to the sinking room, and Arku pushed the button marked; "3," The roam 
descends... 



THE MAZE OF DREAD, LEVEL THREE 



The creatures here are unparalleled in their fcrocily. Trie parly fled from all encounters, and wilh np 
loss of pride. It is foolish to fight against creatures whose natures arc unknown lo you, who may sleal tiie, 
very soul from any adventurer daring 10 cross them. Many parchments were posted here, warning intruders of 
the mighty Graphnar. The parry proceeded with great stealth, avoiding the patrolling troops, and attempting 
in avoid the abundant and vicious h aps. 

1. Traps, archers, and spinners, and finally the party came to a teleportation square that transported, 
them into another section of (lit: MaJjS (2), Here, a bodiless vpiefJ s[Kike |o !he party, "GfieGtiflgS P$i$fr W ■ ■ 
potential corpses! Even as you listen so me your lime grows short..." As the party stood, undecided as to . 
what action to take, S'imr-li's eyes grew dim as he entered the trance state of his people. Then his head 
suapjied up anil he strode forward widi great decision, 3. Come, he said, and die party followed him out a drasr 
and into a dead end corridor. A man appeared before diem, saying "/ am tiie Master alchemist. Take my gift, 
and leave, me he." S'imr-li limit die offered viiil mid the alchemist disappeared- Merie demanded to know die 
contents of the vial. "Keep silent," S'imr-lj muttered as he reached the end of the corridor and whirled about, 
"or I'll make you drink i|H Mcrie's facq turned bright red find his clenched knuckles while, bm. he held hi* 
tongue. S'imr-li pushed hack through the party, back the way they came.; and then through a door into an area 
of darkness (4), A voice spoke. "Say to me the value of rote actions, " Bui the mage, paid scant attention, 
and neliaeed his foo^Lcps once in fine, back to the dead end eorridnr, Tiie fighters hegau Lo tag, and grumble. 
Cetiisah cried, "It's a timed puzzle, follow him, you Idols] " The pace increased as die party charged back and 
forth a inlal of ten limes. 5. Then S'imr-li stormed inlii a small room, hi id stood with attus oulsLfeLclied to 
receive these words: "Though seeming of little value, repeiitivencss is definitely endurable " S'imr-li's back 
was lo the party; they could not see his slow smile, nor could they hear this barest of whispers pass his 
bearded lips, "You play games. Evil One," he said, "bid you wilt best us np.iT 4. Quickly lie left tin; room, 
and returned lo die area of darkness. And when asked again the value of tote actions, the mage grinned and 
replied, "endurable." 6, Leisurely he led the way to another small room, and the party entered. 7. They were 
transported to yet another mom, where the familiar grating voice spoke, "Once again thou hast defeated my 
snare! And yet. you see you're but halfway there! Proceed, small ones, and meet my dare,.." 

And here appeared a segment of the Destiny Wand, which S'imr-li said will east the Wind Mage spell. 

The parly found lodging for the night in Thcssalonica, and Bresian .spcnL the ni gin proving thai the 
fahled capacities of Bards are rooLcd in fact! The Review Board granted increases in rank to every member of 
the party, and elevated S'unr-li tn the rank of Afchinage. Gcdisah is not far behind him, and will achieve die 
same rank soon. 

On the morrow, the party will seek the Sage.., 

The tributes required by the old man are increasing greatly. The Sage seems to enjoy hearing accounts 
of die company's quesL. Bresian tells a good talel Anil yet lie pays Bresian nothing for his stories; the gold' 
Hows in but a single direction, hercl When asked of Oscon, the old man told ihc party to seek bis for tress in 
Corinth, but to enter ihey must first acquire an "item of Kazdek/' More gold, and the Sage informed the party 
to seek Kazdek in die wilderness between Tlieswdiaiica aral Gdosse, with the word of his name. & 



OS CON'S FORTRESS, LEVEL ONE 



Kazdck was easily found, and easily dcall with. He was more titan willing to give the party the item 
they required, anil wished diem well. In Corinth, a peasant, friendly at first ant! then lemfied when he learned 
the pEirty's destination, directed them to the Fortress of Oscon. A feeling of great uneasiness pervades the 
party, 

L Hie party is greeted with this message: 'The fortress oj'Oscon challenges all whti brave its 
chambers. But its tripwires are. treacherous; if you should hit one, and tlic message Tltli'WtKE! appears. ..you 
have but scant moments to continue through the passage you are in, or you wilt die. Turning back at that 
point will insure your deaths; yo.u must head forward. Goad lack.!" 

"Good luek?" Fancy old Oscon wishing his intruders good luck! Traps are abundant in Oseon's 
Fortress; the party has suffered injuries. Creatures too hideous lo name or describe attack ut every turn. It is 
fortunate the party is fleet, and even die purity Riesian moves with great speed when chased by these, creatures! 

2 lo 3. At die end of a long corridor, the party found a telcportation square. They were transported to 
another small room in a different location on this level, On the wall they found die following poem: "In 
caverns deep. In pits of fire, The. qgran creep, And do conspire." Gethsah recorded it. and the party moved on. 
In an alcove-like area nearby, the party came across another teleport {4 to 5), Tin: urea to which they were 
transported is nearly identical to the one they left, 6. They discovered another poem here. "Sword of silence. 
Axe of hate, Death arrow's paih.fs always straight." Through a door, and a series, of rooms, ami the parly 
discovered anoihcr teleport (7), which transported them to a rectangular room (R). Outside die room was a 
large dark area riddled with traps, The party was glad lo leave llii.s area via teleport (9). but the destination 
(10) was anodier area of wizard" darkness. 1 1 , The discovery of a door carried a hope of light, and indeed 
I here was a brief respite from darkness here. Butxhe party soon realized that the only way out of this area was* 
dirough still more darkness. 12. Iliey were barely able lu make bui die poem on a west wall. "Of battles 
fought, hi the land of Krilt, Sing bards without, a ghostly will." There seemed to be no way oul of the' 
darkness, but when die party backtracked they discovered a door they had bypassed (13). Light! 

14. A magic mouth spoke, saying '!Seek the 7i>.n Master, whose rrtight was caught by Zantfl's men." 
IS, Further- on. the party loealcd a lelcporL, another whose destination (16) could not be distinguished from 
its point of departure. From her map. Gethsah determined the existence uf a large area diat the party has not 
been able to re enter, due to a number of one-way doors and tclcports. Finally the party rediscovered the 
teleport thai gave them access back into the section (7 to 8). 

The party hugged the dungeon wall in an attempt lb maintain their bearings in the trap-Tilled wizard 
darkness. 17, In an isolated corner, surrounded by traps, a voice whispered to the party. "The Zen Masler 
ennielh." Who is die Zei/i Master'! 

The purpose of the poems is revealed. 18. Tn a small room, a magic mouth demanded that the party 
complete a fourth poem, "Pits of..." "Fire," said Gethsah. "Land of..." "Krill." "Sword of..." "Silence," 
she said. And the magic mmiili finished die poem. "And the word is stilt." The mouth disappeared. S'mir4i 
thinks die successful completion of this poem will allow us la ascend to die next level. After taking another 
teleport (19 to 20) the party sees thai again die mage is correct when ihey come upon ascending stairs. (21.),.. 




GSCO VS FORTRESS, LEVEL TWO 



OSCON'S FORTRESS, LEVEL TWO 



1. A long corridor and a tripwire trap] The party barely mates it through. 

Tt is a strange sensation, being able to feci, sec, hejtr and smell, ami yel not he able tn make nay impact 
on my surroundings. There is the stench of dragon sulphur here; it is Hunt, but I am familiar with the odor. 
There us no one in the party who has encountered it before, or 1 am certain they would have told Ihe others. 
Would thai T COUltl warn Gelhsili pf (tic danger! 

The party passed through Oscon's Mirror Room, and through a maze of doors, 2. Then this message 
was discovered; "Only four men can solve the snare above." S'imr-li is eeriiiin of the meaning of litis. Two 
of the parti' will have to remain outside the fortress when the timed puzzle is encountered. Ciethsah protested 
Strongly when her name was chosen, along with thai of Arku, to he the ones \cS\ behind before lite [uirl.y 
enters the snare. Bresian reminded her that the message did say four men, and even if 5'imr-li thought 
otherwise, it might make a difference if a woman was present. She. agreed, reluctantly. 

3. Here, a voice whispered to the parti' "Bond them into the last one's name!" 4. While exploring to 
the north, a magic mouth told the party this: "To leave and rise, then seek- 6 lies, first the three west, than 
tlut three cast, from north to south, to he. released J' They moved south once again, discovered a teleport and 
stepped ibroufih (5 to 6). 7. Through a maze of doors, and at the end die party discovered a letter. "E", 
written on the wall. S'imr-li predicted that this in the firs! of sis, and they must all be. found and arranged 
according to the instructions given by the magic mouth. The party found and used another teleport (8 to V). , 
10. In this area the party found another letter, "li", and another teleport (11 to 12). 13, Another letter. "K". 
anpdicr teleport (.14 to 15). !iS. Letter "V", iricjp&t (17 to IS). 19. Leucr "D", teleport (20 to 21). 22. 
Letter "A ", and...no teleport! If the six letters are arranged according to the clue found earlier, ihe resulting 
word is "Dcrvak," Of course Oedisah is quick to see (his as well. The party continues (o explore. 23. The 
adventurers found a one-way dour and continue nortliwaul. 

24. In the northeast corner of this level, the party suddenly halted as an old man appeared before them. 
"Give me the. name. of. the last destroyer," he [ECiu;m<Lxi. "Dcrvuk?" ventured Oedisiih. And then doubt no 
longer remained, for the' party was confronted with Dcrvak the Destroyer, who lived up to his name before 
falling to the swords of the party. Arku has been killed. Getlisah, with the aid of levitation and tcleporlalion 
spells, is taking his body to a temple or healing, to see if aught can he done for him. She will seek out the 
Review Board, and then will await the party's return in the Tavern in Corinth. 1 will miss her. 

25. The remaining member? of the. party discovered ascending stairs to the northwest,.. 



OSCON'S FORTRESS, LEVEL THREE 



1. Tripwire! Oscotj hus a grange way of greeting guests who visit his domain! S'imr-li tell into a 
trance lIk: moment the party passed into safety. He informed die party that he has received a vision, knows 
where the party must go, Meric grumbled, but followed (he him. Indeed, he had little chbice, fur Sclinar ami 
Bresian have faith in (he visions of S'imr-li. Tt is always wise Ijo trust an Archmage! 

2. First a deadly tripwire, and now a room of spinner traps! The party entered a room here, and h> I 

this message written upon the wall; "Say die word 16 fis<:nntl," "I knew Uiat," hissed S'iinr-li. "Wasted time, 
wasted time I" 

My Master says that quite often. The party continued exploring ihrough v33ri1.11 in rooms ■.■ j i lEI they 
came to a long north lo south tiorridor. X In [ho rVriddJe Of the corridor, Arltu discovered a secret door. The 
party went through the door and found themselves in a vast, lightless room. 

4, In die midst of darkness, a voice told the party that "The Zen Master weds m intrndw:tirin-" 
Perliaps not, though I for one am becoming very eager to meet him! 5. Nearby, in a small room, a magic 
mouth spoke to the party, "Say it to ascend*" \i said. And the mage stepped forward. "S till," lib said, "die 
won! is still", The. word Uiat finished the pbfcm on level one. 6. S'imr-li then led the party to ascending 
stairs... 



GSCON'S FORTRESS, LEVEL FOUR 

it, Wraparound rnafcjit:, and a long corridor leading south, 2, At Ira: end of the corridor, [he party ' 
discovered a message on die wall: "Mages beware: Oscon allows mint: to glory..." SSmr-li snorted, and 
Bresian, who in Gethsah's absence, has taken over die duties of scribe-, did not deign to copy die m'ate&gC; A 
long switchback corridor drains 1 spell energy from S'imr-li, and the. the parly endured mom after room of 
swirling smOl&and anti-magic spells. 3. Through the door and a series of chambers, and they found 
themselves face to lace with their host, Oseort himsclfl He seemed as startled to see them ;ls they were to 
encounter him, but then in evi I smile lit his face and he shouted a challenge; Swords clashed, and the baule ■ ■ 
raged. Up and down die corridor, and in and ont of the room to die noiih they fought, until Selinar sluiek otic 
mighty blow, cleaving helm and skull of the enemy. As they rested, S'imr-li approached the body and nudged 
it with his loot. "What has thou lo say of glory, now'.'" he asked sofdy. The others were silenL 

4. Bresian. exploring Oscon's room, discovered a note tacked tp the wall. 'To wrap, to cut, and even 
smash, I think you'll find this snare a bash. " "Does this not remind you of the children's game, paper, 
scissor, rock? Oscon had die mind of a child!" the Bard exclaimed. Selinar looked up from binding his 
brother's wounds. "He fought not like a child," the warrior said. "We mustconUnue to be on our guard." 
The party moved on. 

5. A message on a wall slated: "Ask the wise of the grey crypt." ir the party leaves the fortress alive, 
ihey will know what question iopul to the Sage. During their expforalions, the party came upon and made 
use of a teleport, and emerged inlo another tuned puzzle (6 to 7)1 

"Once again f greet you, oh ye soon to die." a voice said. "You are within the death snare, and must 
,\wk the: solution before you are totally lost..." Quickly the party explored die room, and a voice conveyed 
the following clues: &. "Nome the three, east, south, and west, to gain exir when needed." 'J. "Hear from tie 
who knoweth best; nasi has always bested west." 10. "Exit, turn right, wulk. two, turn left, walk two, turn 
to .ice scissor." "We must follow mtise nixiruciions! 11 S'imr-li cried, and led the way. J L. The instructions 
led them to an alcove, and within was a statue. "Scissor?" the mage queried, ami die statue came to life! The 
party readied for batde, but the statue simply joined their ranks. 12. The mage left the alcove, headed north, 
found and entered a second alcove. A magic mouth spoke. "Not yet. mortals." it said. "Until the tiirce of 
paradox fill thr. tap of your ranks, ye must not return." The party found itself teleportcd into the room of 
voices (7). "Haste, if you value your lives! " shouted S'imr-li, He Hung open the door and went straight 
across the corridor 10 die diird alcove (13), occupied by another statue, The Aichmage skidded to a halt. " ff ■ 
cast has always bested west" he niuliered, "this statue must be., .rock!" And the slalirc eame alive and joined 
the party, just as the first tiad done. The mage led the party out of the aleove and to the left, and into a 
teleport" (14 lo IS). It took the party precious moments lo regain their bearings. 16. The final aleove was 
located, and since little, wit was needed to determine the name of ihe third statue, Moric performed die task. 
"I'aper." he said, and die siatue assumed its place among the oihcrs. 12. The mage then led the way back to 



the alcove from which the magic mouih had spoken, but before, entering, Teatranjjcd the nmmhimj rjrtteTpf \hc. 
party. Rock statue was first, then Paper, then Scissor, with the rest of ihe parly ranging behind. They 
entered, and again ihe magic mouth addressed them, 'That which ftatne can defeat can mn over the one which 
leads to life. Your travels converge on this or death." "Rack " S'imr-li mattered, "ll is rcictc, hul 
w here.. .All ! " 13. The Arc (image leaped past the party , who followed him as he raced back to the alcove from 
which the- Rock statue had come, 17, A door had magic-ally appeared in ihe back of the alcove, and the ntaj^S 
pushed il open ami entered I he, room beyond, 

On a table in the center of the room rested a segment of the Destiny Wand. "Ah," S'imr-li breathed as 
he lifted the segment, "the power of the Ralchspelll " 

i 

The- pany left their statue companions, and teleponcd oui of the Fortress of Oscon. Geilhsah and Arkii 
(for ihe cigitE had heen resurrected hy die temple priests) icjnined die- parly, and on the morrow they will seek 
the Sage, to question him aboui the Grey Crypt. 

The Sage was of linle help, and would only state that no person has ever left Uie Crypt alive, and that 
no magic would function wilhin. The parly S^rcn&l lite wlUU'jtll^k, and buried the Grey Crypt Ijclween 
Tangramayne and Ephesus. 



THE GREY CRYPT, LEYEL OMi 



No magic, functioned here savo fur the spefj Sdty Site, a fact thai had. ihe two arehmages worried. There 
would be no magical haling for die party, or [deponing out of the crypt The party had decided to try in 
avoid encounters with hostile creatures; indeed, with any creature, 

After passing through a series of rooms, the party exited into darkness. 1. A magic mouth on the wall 
spoke. "Hear rfe; mortals: the spky?sx#$&$ a riddle with two answers, one which allows release, and one 
which firings you closer to the snare;" As soon as the party received this mcg&g$, S'imr-ti's eyes became 
unfocused in trance. "The entrance stairs have been cut ofr," he said. "Retreat is denied us." A subdued party 
moved forward. 

In the midst ot" darkness, a teleport was discovered ami &t$n (2 hi 3) into more darkness. The party 
discovered a doorway in the north wall, and passed through, leaving the wteard darkness. After exploring a 
Tew rooms to die east they encountered more darkness, wherein lay deadly traps ami dangerous creatures. Two 
Of those creatures are worth mention itfiJC, a'B monsters to he given wide berth: a wizard creature known as the 
Wise One, ;md an animate weapon known as the Death Sword. 4. Here the. party encountered ;i bodiless voice 
thai told them, "In the days of wisdom's early reign, past years of fire, wrath and pain, a passage do wn yo u've 
yet to sain." Gefhsah believes that tins means there will be some sort of test or puzzle the parly must face 
Before ilie next level will be open to ihcm. The party moved south, and utilised a hdejiori(5 to 6). Here the 
party traversed many swiidihaek corridors, with a door every four paces. 7, They came upon this message: 
"A,sk ike wise of the Destiny Stone." The Sage will have more gold coming his way, if die paily survives! 
Nearby was a door and a pile of bleached bone*. Behind die. door was a huge sphynx (8)1 

"Two answers here I will accept; each is a creature of the crypt. Name it!" After a brief trails, and a 
whispered conference, the two arehmages decided lhai due iwisiWff would cause die cnuance stairs to re- appear, 
and the other would allow acees,s to descending siairs somewhere to ihe north. The only two creatures of the 
erypi whose names were familiar to the arehmages were die two 1 haw recorded. Gcihsah cleared her throat 
and said, "Wise One," The Sphinx vanished, and the party returned to ihe northern section of the crypt via 
lelcpurt (3 to 4), 9. And here ihey found descending stairs... 



THE GREV CRYPT, LEVEL TWO 



More wraparound magic, 1 would like to learn how these spells are accomplished; perhaps my Master 
knows. 1. Tin; party discovered this message emptied upon Hit wall: "Be not bereft, first try lower left" 2. 
As they explored this L-shaped room, a voice whispered, "Past die tomb ties the true snare." 3. Written on 
the wall: "The snare is a calculated sequence; learn it quickly or perish!" 4. As the party entered this alcove, 
a voics said to them (hat "A ventral annoyance isfixdbie," 5. On a wall in a room, the party discovered this 
message, written in blood: "Wherein wisdom tins, as the clack ticks, doorways to success can /wr uncovered." 
S'imr-li slated his conviction Lhkl Lhc party will encounter a puzzle that must to? iSOlvcd by moving in the 
same direeliun as dial of the hands of a clock:, Gethsah scribes busily. 

6. The party moved through several con nec ting rooms, and found a sign attached to a door, "The timd; 
of the Vampire Dragon," it said, "Adw:nturers Beware!!!" Gedisah reminded the reluctant adventurers of the 
clue above. Idling them thai the snare would be found past the Lamb; The party opened the door, and entered, 

7. The party encountered, and fought* the Vampire Dragon. Bested die foul thing wi J limit die aid of 
spells, and received fab serious hurt: Mcric put aside his cowardly habiUif using for. a shield his brother's 
swurd ami, and rained furious blows upon the writhing uiunsUir. fit an alcove just beyond the battle aria, die 
party discovered a teleport (S to 9). thai inmsjtorted them into a limed puzzle. A voice gristed diem. 
"Prepare for your death, oh mtirtal fools. The sixth snare will beat you, and few art: those who have ever 
solved its twisted pattern... " II), In a small room, a mage in a blue robe appeared before the parly. "A 
sequence tost must now be found, " he said. "With that J think Til see you 'tpurul!" He vanished. S'imr-li, 
his eyes fociiscd something unseen, said "Doors have opened, and doors have closed. Gome." The maj/c 
led die party east, pasta spinner trap (1 I), grid into another small room. 12. Another mage, dressed in gray 
robes, appeared to the party and said, "The game you titrice must commit, and now I'll see you in a bit!" He 
vanished. "Again lIdijis have opened, and doors have closed S'imr-li said. His trance state deepened 
perceptibly, and suddenly he looked up and smiled. "I know what we must do! " And the. mage led the way ... 

13. Here iheparly found and triggered the mechanism to disarm die spinner trap in the center of the 
snare. S 14. Remembering the clue about tower left, S'imr-li led die party to this room first. Tie then raced 
to the room occupied by the bhie-rijbcd mage (10), and then into another room (15). Baek to die room of die 
gray-robed mage (12), and into yet another room (.Id). Again to die mum of the blue -robed mage (10), and 
into flic fourth room {17). And then, the obsessed Arulunage began the sequence all ovct again, starling with 
the actions described after the rnystieal sign §. When the entire sequence had been completed a total of three 
limes, and die party stood in the lasL room wiping die sweat from under their helms, a familiar voiee spoke. 
"Your skiti is surprising, if not incredible, and yet the greatest snare lies ahead, and after ttiat...me." 

And tolbe party appeared the sixth segment of the Destiny Wand. Gethsah retrieved it, and felt its 
power, lire Heal All spell. Hie party was telepurted u> die die stairs leading out of the crypt. 



THE SAGE 



The Sage, when questioned about the Destiny Stone, delivered a cryptit menage: mid poem. "A rock it 
is, in fact, yet much more. Ponder this, my friends: Never find and never foot, the hist one drinks the poison 
pool, the first one. reads the antieni tome, the third one breaks the double dome." The part)' filed out Of the 
hut. S'imr-li paused at the door. He hefted a doubte-sttU:b(id leather sack containing all of bis gold, and threw 
ii to the floor at the old man's feet. "Tell me what you know of Lagoth." he said. "Lagoth Zanla." 

The Sage's eyes narrowed and blazed as he regarded S'imr-li. T could not help hut wonder what personal 
evil ibe old man had experienced at the hands otlSe evil Am [image Zanta. The terrible fury invoked by the 
mere mention of the name,,. The Sage spoke. "An evil genius is Lagoth, else he'd not have posed thi>. threat, 
to the Lund thai he lias. Yet, an enemy to be respected, I think, ills whereabouts are unknown, but I'd not bet 
surprised to find him near." S'imr-li nodded once, turned, and joined the party. He told them of the Sage's 
words, and showed I hem a piece or parchment that he had kept hidden within the folds of this robe. Written , 
upon it were seven lines in a fine, bold hand, seven lines, or sels of... arrows! Arrows pointing in different 
directions. "My Master gave one of these jutrehnicnts to each of his apprentices, said S'imr-li. Some, fail Iter 
akmis in (heir sttidics than I, received an enure tome, titled with information about our kingdom, Lagoth, 
spell casting, and many other subjects. 1 regret thai T am not in possession of one of the books, but I am 
certain that this parchment will help us when we find the Destiny Stone." The party speculated as lo its 
lueation. There is only one ciLy the party has riot thoroughly explored. In Colosse they will seek the 
Destiny Stone... 




THE DESTINY STONE, LEVEL ONE 



thf: destiny stone, level one 



The party reached their destination. No one in Colossi whs willing to apeak in the parly, once it 
became known whal it was the wdvenijirer* sought. They entered the Destiny Stone warily, and proceeded 
with g real caution.. 

1. Ai the. end of this corridor, a vuhx whisjx^Lid, "Hear ihe spkiirc, apeak the truth, the plan is near, 
{hough quite unevuth." 2 lo 3. A teleportaiion square transported the party into a maze of doors. "Within the 
maze, the party discovered the following rrikssagc written on die wall (4): "Seek the Nam Temptc, He who 
appmurhes the altar may restore that which was broken." Pcrlutps even the Destiny Wan til 

5. The party escaped the maze., and came upon a bodiless voia:, warning diem that "It's a one way road 
to the final snare. Continue, at your own rM. " The party agreed that the only choice was to continue. 

Deciding to move east, the adventurer's discovered that, ore way walls have Scaled tiff the party's 
retreat. A final wall appeared behind ih'Crnj and ttay arc confronted by a mage, tossing a fiery sphere (6). 
"Okay, scumbags" he growled. 'Tell me wiat the plan is. or you're going nowhere!" "Ncivr," .said Gethsali, 
consulting her notes. The party was immediately teleported U) a hrjge silent rpoin. Filled with smote, and 
traps (?). The party discovered and entered a small, isolated room (8). Within, etched upon the wall, was a 
message of great interest to the two archmages. 'To call the Dreamspell, say 77,00. " S 1 imr-1i inld Geilisah 
tliai the elusive Dreamspell could telcpor! (he parly to I he eni ranee of any dungeon, castle, fortress, or crypt. 
Tf easl during cornbui it would heal all of die company's wounds and ilfnesscs (save those caused by aging 
spells); make it almost impossible for the enemy to land a blow on a member of ihc parly; and conjure up 
the Mangars Mallet spell. A remarkable liii.dl 

9, A voice chuckled^ "Lata we were for the battle's crest, yet on the bronze shield we were blessed," 
10. The patty discovers descending stairs,.. 



DESTINY STONE, LEVEL TWO 



The parly descended into a square room. S'imr-li told ihcm that to venture outside diis noom would be 
very dangerous. The party explores. 

1. In -each of the four corners of this room, the party found statues. When (-xaniinat, die alMacs came 
lo life and attacked the party! Arte* a mighty battle, the party fMyaUid wem; a powerful wizard, a strong and 
deadly knight, a yellow dragon, and h basilisk. S'imr-li told the party that the killing of the knight (2). 
activated n neaihy teleport. He was correct. 

3. The party is teleported one lew,! down... 
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THE DESTINY STONE, LEVEL THREE 

f. Wraparound magic hm- took (he parly Lo I he nortfitirrt six [ion of lliis level. AfU;r iimrfi exploring, 
ihe parly aliened a telcporl (2 to 3) in a room in the norliicasl scplion of litis level. The i^lcpori brought 
Lhem to Lhe Limed puzzle. A voice said, "Once again, foolish ones, you have spnitig ihe snare. This one wilt 
bcaiyou, ihou&h. The dock is running..." S'imr-li and Gcihsah smiled grimly ai each other as Meric looked 
jinn nn! norvoissiy. 

The pany explored die area quickly. 4. A voice (old the party, 'There is noshing so be seen here...yci." 
5. A im'ssiijjt:: "bnly he of which we sing, can in good faith make use lhe ring." 6, Iri the eornc-r of this 
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room a magie umulJi spoke, say inc.: "Of old purtcnt (he ,wni> will re.tid: raima the fumcb: whit:h did (hi: eh:i:d 





Not even thd trances pf S'imr-li helped the party lo discover the- connect answer. After Gethsah incorrectly 
guessed, "Zen Master ," [he party was tel^ried into a room of darkness and traps (7), 

X. Behind a door Hit-, party discovered a magic moulh, which told them the following tale: 

"A tale to tell t>f gone, widch Bards once sang in deep despair, of tut who 
fought the evil one, and cast Ms fate within the snare. 

Past shuttered door and fractured glass, the dark one called into the gale, within 
the black, and shadowed mass, the face of bold began to pale. 

As storm fists scored his broken hack, and steel whirled in Ids bloody hand, 
the bold one screamed and then alack, Ids sword became as brittle sand 

The une of. pure and solid creed, was gone and bent to eviVx task. Until by 
good he shall he freed, his name is all I truly ask? " 

Gethxah and S'imr-li exchanged glances, and then Gethsah spoke, "Zen Muster?" she. tried again. A 
Zen Master appeared, and joined the parly! til deference to his great wisdom (and I think his excellent fighting 
abilities!) tic was' asked to lead the party. 

The party located a teleport (y to 10} iWl bn night Lhcm out of the darkness. 11. A magic month 
spoke to the party. "The ancient scribe, had said it all: name to where went evil's call." "The dark one called 
i nl o t he ga,le ..." matte red S ' itmr-li. 'Gale',' " A beautiful ring appeared as he spoke the word gale, and 
Bresian, remembering the clue about ihe, ring, gave, it to die Zen Master. 

12. As Ihe parly entered this area, S'imr-li stopped. "This is where it hegins," he said. "My map of 
arrows fits here. Come." Following die arrows, die Archmage quickly directed ihe party through an intricate 
maze thai i&J to a Lelepoiiadoji square. The party was transported (l;l lit 3). S'imrili guided the party back to 
the dead end corridor (4). This time, there was something there; a teleport that sent the party to another 
location, and another ehie (14). "He's but a corpse without a past, until you call hi* name..Arkasi." The 
party disco vemd and look a teleport (15 iolf>)- S'imr-li directed die party hack to the magic mouth in the 
norih (ft). Now, armed with the knowledge ihey had gained, they were able to answer correctly; ".Storm 
Fists." Giving (lie correct answer activated a teleport which brought them near die beginning of ihe arrow 
maze (17). "We have no time to lose," shouted S'imr-li, running to die entrance of the maze. Following the 
second set of arrows, he again directed Ihe parly ilnough to the teleport, and to ihe magic mouth to answer 
Storm I'ists. Rack ;md forth, a total of seven times, each time using the tifejij set of arrows. The last time 
tterigh i he maxe, die teleport sent them to a different local in jn ( I ft). A magic mouth challenged the parly. 
"The one of whom is great in fame, restore to him his proper name," "Arkastt" ihe party cried in unison. A 
door appeared on die north wall. The party entered a small room (1.9), and were greeted by the familiar 
rasping voice. "Curses, I'll see you soon foolish anas. Seek me at ihe hut of the Sage and meet your d/iomi" 
The final segment of Ihe Destiny Wand appeared before them, its power that of the Brothers Kringle spell. . 
As they rcuie ved it they were teleporfed back to the entrance of the Destiny Stone. [ am concerned. If the . 
evil Lagoth Zanta is to mc^t the parly at ihe Sage's hut, then what will become of the old man? 

The ad ven 1 1 ire rs began tiieir journey to the Temple of Nam, to see lo Ihe re-forgijig of the Destiny 
Wand. . 




LA GOTH ZANTA 



At the Temple of Nam, the party was mealed will] the deference and respect usuaflji accorded only to 
royalty , The Destiny Waml was re-forged, ttie process adding a final spell to its power, Dragon Breath. Also 
with die re -forging came the creation of a new Destiny Knight. Mcric thought himself the only one fit for 
the honor, and he was dismayed to Jeam that the Destiny Knighl rnusl tfe an Arcb'mageJ SSmr-Ij receiver! die 
honor and I he burden of booming the Destiny Knight And now a grim and determined party seeks the oil 
Arehmage. 

Now, Hi die end of-iBe most violent and bloody battle the world has ever known, the evil Archmage 
lies. dead. The Sage.. .and the Evil One who taunted the party dirougbouL their quest, are one and l hp same, T 
cannot bear to think of it. nor can I set it down fh words nw.il by men. The enormity of the betrayal will be 
remembered i mill die destruction at die end of all things. 

The party survives. Arku and SeJinar will fully recover from their injuries. Gcthsah and S'irm-li were 
badly burned by wizard fin:, Mcric — lie is untouched. Even his own hrodier despises him for his cowardice, 
and I am enraged at the liberties he takes with Gethsah while she is unconscious and unable to defend herself. 
The party returned to 'fangramayne. The quest trance will won disiniegraie, und ilic adventurers will return to 
a waking siaSe, Miiric ha$ lcfl the Inn, and is walking toward the Temple where Gethsah was taken. A man 
is stepping out of the shadows to challenge him. A wizard, to judge by his clothes. Odd that 1 cannol see. his 
face. Merit: laughs, draws his sword... 

And dies. Even could all the pieces be collected, the Healers could do naught to save him, So that is 
the irreversible outcome of the quest. The. buildings seem to be melting... 
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Aaron rnbbv-d hi* eyes and blinked y| his Master, He was lying in the shade- of the awning outside the 
pavilion. The old man regarded him curiously. 

"Well, boy, what do you think of trance quests?" 

Aaron glanced into Ihc pavilion, at the adventurers sprawled on [lie ancient rugs, 

"They're still asleep," said the old wizard. "I wanted to talk to you first, Where is the journal?" His 
Master held out a hand for the book. 

Aaron reluctantly passed il into his Master's hand, "T would i$lhl£;S£rtd BthfJjS on Ihe quests, Master, 
than go myself. ,r He watched his Master skim through the book, and read dirough die last few pages. A slow 
smile lit the old man's face. When he lifted his head from the journal he grinned at Aaron. 

"Aren't you carious ahout die mage who killed Merit:?" 

Aaron grimaced. "I know all I need to. He is very powerful, and he has excellent judgement. " His 
Master continued to grin at him, "No." Aaron frowned, "No. You couldn't.,. why,,, why would you kill 
Mcric?" 

The wizard shrugged, "No reason, boy. Thais why 1 didn't. Won't." The grin broadened. 
"Me?" Aaron's mouth hung open, "I did...uh. will? For Gethsah?" 

His Master nodded, "Except that now you won't. When the cuslomers wnke up, they're going to 
be... dissatisfied with their leader's performance. It is unlikely that Meric will be asked to partake of any 
further adventures ," the Master chuckled, "I think the team will split up. 1 think Gethsah is going to need a 
companion — a place to slay." He glanced at the sleeping people, who were beginning to stir. "Besides, it'll 
be pretty lonely out here by yourself. I'm taking your journal to Tangramayne. We have to make sure a lot 
of people see it. No way of knowing how long 1'ii be there," 

Aaron was storing into (he desert, trying to swallow the lump in his throat. A gentle hand fell on his 
shoulder. "You're an apprentice no longer, lad. The business is yours." Aaron reached up to grip his 
Master's hand ...and it was gone. So was his Master. 

Aaron stood alone for a moment outside the pavilion. And then went inside so he would be there when 
Getbsah awoke. 
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